The world of fashion is highly dynamic. It is widely observed that students of any fashion-related academic programmes are eager to learn the most up-to-date and critical issues in the industry. Nowadays, with the availability of information, students in fashion are no longer passive learners because they can have access to timely information related to their studies and the fashion industry very easily. Thus, how to design the subjects and curriculums for fashion-related academic programmes requires further exploration.
In order to arouse students' interests in learning and improve teaching effectiveness, there is a proposal to incorporate more real-world-related activities into the classroom, which means establishing an active learning environment with which students can work on more industrial cases, and even participate in interactive simulation games. In fact, it is well-agreed that active learning is especially important for university education because it helps enhance higher-order thinking and learning, such as the synthesised analysis and problem-solving skills. In light of the global trend of active learning in university education and the dynamic nature of the fashion industry, this special section of the International Journal of Fashion Design, Technology and Education is organised and it aims to achieve a goal of publishing research and cases on effective active learning and teaching in fashion.
After a rigorous review process, two high-quality papers are accepted and they are briefly introduced as follows. Motivated by the importance of playing simulation games in the educating supply chain management operations, Shen (2017) reports the use of an apparel distribution game in the course of fashion supply chain management. The author addresses that including the apparel distribution game enhances students' learning by not only creating excitement and fun, but also providing an environment to facilitate active learning and studies. In the paper, the author first introduces the game setting and how it is implemented. Then, the author illustrates how the important topic on the bullwhip effect can be well examined via the game. Finally, the author shows how the game participants can learn different ways to overcome the challenges brought by the bullwhip effect. The second paper is authored by Paulins and Moeller (2017) , which examines the implementation of a student success initiative (SSI) with a goal to achieve active learning for a merchandising mathematics course. The SSI is in fact a peer mentor programme. The authors report qualitative focus group data as well as quantitative statistical results, which prove that active learning participation can significantly lead to better grades for students. In addition, the authors uncover that class attendance and homework completion are the two most effective measures. Finally, the authors conclude that students have a positive perception and experience towards SSI.
Before closing, I would like to express our hearty thanks to Dr Kristina Shen, the Editor-in-Chief of International Journal of Fashion Design, Technology and Education, for her great support and advice on the development and completion of this important special section. I also sincerely thank the authors and reviewers for their contributions.
Last but not least, I thank readers for their interests and please enjoy reading this special section. Thanks lot.
